Making a Score

Now we need a scorekeeper to keep track of whether you
drive through all the rings. Add another 3D-Text object into
your world that says 0.0, and name it score in the object tree.
Now, position it so that its in the upper left hand corner of

your Screen.

Score's details

properties functions




Making a Score

Next, go to the score’s
Properties tab and go to
color. Change the color
to red so that the score
shows up against the
white arches. Then, set
the score’s vehicle to
motorboat so that we
can always see it, even
when we move the
motorboat.

Score's details

properties (methods [functions

capture pose

“text = 0.0

Eiéfnnt = | Agency FB

“pxtrusion = 0.25

“curvature = 2

“color| =
“opacity = 1 (100%)
“skin texture = <Mone>
“fillingStyle = solid

“wehicle = motorboat




Making a Score

Now we need to create a method that will increase your
score every time you drive the boat through an arch. Click
on world in the object tree and create a new method

called scorelncrease.

@ world.my first method @ world.scorelncrease

world.scorelncrease No paramelers

No variables

(Do Mothing



Making a Score

We only want the score to increase while there is still time
on the clock, so we will need a While loop. Drag and drop
a While loop into your method. Select true on the drop
down menu.

@ world.my first method @ world.scorelncrease

world.scorelncrease Noparameters

Mo variables

;E;EWhiIE true
© (Do Nothing




Making a Score

To finish the while loop, go to the world functions tab and
get a > b, and drop it on top of the true in the while loop. In
the drop down menu select expressions, then
world.timerValue then other..., and type in O into the
calculator.

create new function

[Ewile [
t.l..uulean logic o NG g os b
“not a 0.5 b
both a and b 1 b
either a or b ,or both
math world.timervalue ¥ |
a==bh

0.25

exXpressions




Making a Score

We want this method to

(& create new variable

continuously be checking

Name: |arl:hes

to see if the motorboat is T

. . YPE: umber
inside any of the arches. To gzmlza“
do this, we will need to ® Object

make the arches into a list. C Other...

Go to the world’s values: ] make a

properties tab and click
create new variable. Select
Object, then name it
arches. Then click the
make a List box.

new et

Cancel




Making a Score

Add each of the arches
into the list. Since there
are 10 arches, and the
first arch will be item O,
your list should go up to
item 9. So, click the new
item button until your
list goes up to item 9,
and put each torus
object into the list.
When your list is all set
up, click OK.

& create new variable

arches

Tvpe: 7 Number
_' Boolean
@ Object
(_ Other...

Values:

make a

“ftem 0 = torus

“item 1 = torus2
“ftem 2 = torus3
“item 3 = torus4

“item 4 = torus5

“ftem 5 = torusé

OK

Cancel




Making a Score
Now that we have a list, we can have this method constantly
search through it to see if the motorboat is inside any of the
arches. To do this, get a For all in order from the bottom of
your method world.scorelncrease No parameters
editor, and No variabies

dro p itinto —while  worldtimerValue — > 0
yO ur w h | I e [=IFor all world.arches — , one item_from_arches at a time

statement. (Do Nothing
Choose

expressions,

and world.

arches in the

drop down

menu.

Do in order Dotogether = HiElse For all in order

Loop :While For all together




Making a Score

Now we need to write in our code to add a point to the score
if the motorboat is inside an arch. Get an If/Else from the
bottom of your method editor, and drop it into the For all in
order. Select true. Then go to the world’s functions tab, and
get an a<b, and drop it on top of the true. Choose any two

numbers. world.scorelncrease Noparameters

Novariablos

=/ vhile world.timerValue — > 0
of all world.arches — , one .item_frum_arc:hes at a time

Sf 025 <025

(Do Wathing

Else

(Do Wathing



Making a Score

Now, click on motorboat in the object tree and go to its
functions tab. Get a motorboat distance to, and drop it on
top of the first number in the a<b. Select expressions, and
item_from_arches. Then, change the second number to 1.5.

L R PR e

light
ground

motorhoat
;;;EFDT all world.| iy Objects » ]item_frnm_ar[:hes at a time

create new function

Elwhile | worldti
= proximity :
~ motorboat | is within threshold —

s S torus

* motorboat is at least threshol =l 0.z

r torus?
(Do ot

: motorhoat | distance to torus3

5@5 motorhoat distance to the | §§§ Else torus4
n S (Do ot
~ motorboat distance to the righ U
toruseG
= motorhoat distance ahove
- torusy
- motorboat distance below toruss
~ motorboat distance in front of torus9
* motorboat distance behind torus10
- timer
—| size .
bl core
1 M b “Doinorder Do tog “For &

expressions p | tem_from_arches



Making a Score

Now, we want the
score to add a point
if it finds that you
are inside an arch.
To do this, click on
world in the object
tree and go to the
properties tab. Click
on create new
variable, and name
it scoreValue. Make
sure Number is
selected, then click
Ok.

ﬁsl create new variable

Hame: |5|:ure"|.|"alue

@ Number
) Boolean
s Object

) Other...

1




Now click and Making a Score

drag world.scorelncrease No parameters

scoreValue | woveriasies

into your Ewhile | worldtimervalue — > 0

If/Else under | ElFor all world.arches — ,one | [0obi]item_from_arches at atime

If. Select 2 E,f _ motorboat | distanceto item_from_arches < 15
increment N

world.score

Else

Value by 1 (Do Nothing
Then, in the
world’s world's details
propertles properties ‘methods [functions
tab, set the E timervalue = 15
value of 5
21|k “ arches| = | torus, torus2, tor
scoreValue to j
0 123 scorevalie = 0




Making a Score
Now, we need to set the text of the 3D Text object to the
variable scoreValue. Click on Score in the object tree and go
to its properties tab. Click on text and drag it under your
increment command. Then Zelect default string.

world.scorelncrease No parameloy

Na vatiables

=] while world.timerya |
=IFor all world.argfies — , one ﬁ item_from_arches at atime

otorboat distance to tem_from_arches = 1.5

by 1 more...

“core set text to default string MOore...

Else
(Do Wothing




Making a Score

Now, go to the world’s functions tab and scroll down to what
as a string. Click and drag that on top of default string in your
code. Then select expressions and world.scoreValue. Finally,

change the duration of that command to O,

world's details

“’prnpenies imethods [functions

world.scorelncrease Noparameters

ar=h

ac<h

assh

= random

 choosetrue probabilityOfTrue
~ random number

| string

~a joined with b

~what as astring

No variablos

Ewnng world.timerValue — > 0
” EFur all world.arches — , one item_from_arches at a tim
E||f motorhoat distance to item_from_arches < 1.5
increment world.scoreValue by 1 more...

Score — set textdp  world.scoreValue — asastring —  duration =0 seconds

se

(Do Mathing



